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KRMORED _‘ SUB CHASE! 
ENCOUNTER! Low flying jets 


A realistic simulation hunt for 
of armored warfare! enemy submarines! 








IMPORTANT! 


Always be sure that the power to your 
Odyssey? console is turned off before in- 
ST diate mr- Mme f- lanl -mmer-ladaie(e(- mam Malicwm 0) ae) (-1e1 6) 
1iaXoW=1{=104 40) al om ere) aay eXelal=1anesmr-lave m=) 4-1a els 
the life of the unit. 


OFF 
ON 


TO BEGIN: 


uM labs\:1amaal-Mer-laca(ole(-Mialcomda(-e-)(o)ae) Migs) 
Odyssey? console with the label side 
(o) im dal-mxet-1a dare lel-mmr-Collare Mma dat-mr-1) ol al- ts 
numeric keyboard. 


2 Turn on the power by pressing the 
jee Y{=1 qu o]U] uce]ale) mial- Mere) g\\e)(- Mite) =i Mi = Onl 
GAME will appear on your TV screen. 
If it does not, press the RESET key on 
the alpha-numeric keyboard. 


On-screen colors may vary according to individual TV’s color 
adjustments. 





©1978 North American Philips Consumer Electronics Corp. 
Odyssey is a trademark of the Magnavox Company. 








ARMORED ENCOUNTER! 


1 Press A on the alpha-numeric key- 
board for a tank engagement in open 
country. 

2 The screen will automatically display 
two tanks and a digital timer which 
NAL Mm taalaarsxeit-0cc) bya elsve] [am (al-mexell]aicelo)a) 
for a three minute game. The timer is 
Lit-lal.<-xe mm ob’an Queue] (e]itclm-vexe] dlare miare | er= te 
tors which are color coded to match 
the tanks. 

KIM Mal-m-}(-(endce)al(om (lal ¢-e- lieu olgelele-Uialaat=xe| 
to simulate the operation of real tanks 
with a remarkable degree of authen- 
ticity. A real tank is turned by slowing 
(ole) aime) al= me) Mm tal=mact-\e lm Lalo) el-1-xe fale) 
(Uy ol dal= mmo) dal-1emm (oll | @m=1(-\e (celal emi tla) ani 
turned the same way. 
edUKalm (al =m (bao) Ce). elm Calo mar-lalemexe] alice) 
Com (al-Male|anem-laremc-VaL Mill a gencatc-nel (ole) 
wise to the right. 

Push the joy stick to the left, and the 
tank will rotate counterclockwise to 
the left. 

Push the joystick forward to make the 
tank go forward. 

Push the joy stick backward to shift 
the tank’s engines into reverse and 
make it go backward. 


(Two players) 


Score _. Score 
Timer 





Forward 






Action 
Button 





(ARMORED ENCOUNTER, continued) 


4 Each tank carries twenty rounds of ammunition. To fire a round, You can play over minefields represented by X’s on the screen. 
folg=ssomn (alow (oq (fo) olU) ace) alme)ammyZel0l au at-lale mere) aiice) If a tank hits a mine, it will explode and score a point for the 
5 A player scores one point for every direct hit of the opposing opposing side. 
tank. The winner is the player who scores the most hits during You can even arm the tanks with guided missiles. Control the 
the three minute engagement. missile by turning the joy stick on the hand control unit. 
6 You will receive a visual signal when your tank is low on am- (IMPORTANT! The tank will also rotate.) 
munition. The last three rounds will change color. This tells , Press A: Open country with cannon. 
you it’s time to change from an aggvessive strategy to evasive Press B: Simple barriers with cannon. 
E-Yoq (fe) alm Colm. ¢=1-1 0m Ze] 0] ame) ©) Le) a= 10] A= ¥e-\ere) ¢-m- tom (0) Var Looe oLe)-1-)] 0) [om Press C: Complex barriers with cannon. 
7 All action will automatically stop when the digital timer reaches Press D: Open country with guided missiles. 


00:00 or when both tanks are out of ammunition. 
8 To start a new game, press RESET and SELECT GAME will | 
appear on the screen. 
9 Many kinds of tank engagements are possible. 
You can play over open country. 
bs (olUmer-Tal o)-WenU-1m@ all iva iae-Uiamss(e[ali(srem ohm ey-laal-1eom Val (lamalciialcle 
tanks nor firepower can penetrate. 
b olUimer-T alm ol t-\amen Ulam anrelelalcUarelelmn(-lae-l iam l (ammanlelg-merelinl o) (=>. 
barriers which will stop both tanks and their firepower. 


Press E: Simple barriers with guided missiles. 

Press F: Complex barriers with guided missiles. 

Press G: Open country—minefields—cannon. 

Press H: Simple barriers—minefields—cannon. 

Press |: Complex barriers—minefields—cannon. 

Press J: Open country—minefields—guided missiles. 
Press K: Simple barriers—minefields—guided missiles. 
Press L: Complex barriers—minefields—guided missiles. 
















H. Simple Barriers 
with with Minefields 
Guided Missle Fate Or-Talate)a) 


C. Complex Barriers 
with Cannon 


E. Simple Barriers 





SUB-CHASE! 


(Two players) 


1 Press the RESET key on the alpha- 
TalOlaats1a (om. <-)Vd oley- (ge ats) = Ml = OM MCT I = 
will appear on screen. 

2 Press 1 on the alpha-numeric key- 
board. Hawk hunter-killer jets cruise 
the skies. Shark missile-launching 
submarines lurk beneath the ocean. 
Neutral ships sail on the water’s sur- 
face. A digital timer immediately starts 
counting down a three minute engage- 
ment at the top of the screen. Digital 
Yorelalare miatel(er-tcole-mil-lal @al-mocelaceliineli 
the screen. They are color coded to 
match the planes and the subs. 

Kim al- we ale]al aar- lace mexe]aldce)mmelali mexelaldce)is) 
the submarine. Pull the joy stick to- 
wards you to submerge. Push it away 
from you to ascend. To increase speed, 
push the joy stick to the right. To de- 
crease speed, push it to the left. 
Fire a missile by pressing the action 
oO} 4Cola ime) amm (a\-mar-lale merelal (ge) Mm @re]ahice)| 
its flight pattern with the joy stick. 


Neutral Ship 


Forward Launch 


Timer 





fa os 
Jet Sub 
Torey ¢-) Torey ¢-] 


Rear Launch 


4 The left hand control unit controls the jet. Push the joy stick 
forward to gain altitude. Pull it towards you to lose altitude. 
Push the joy stick left to fly full throttle. Push it to the right to 


diminish speed. 


Press the action button to launch missiles. Control the flight 


of the missiles with the joy stick. 


5 As you control the missiles with the joy stick, it will continue 
iComero) ah ice) ele] areie-ta mcom-1(eMlam-\'7-t1h)-m- (e110) am 








6 Each player gets one point for every hit. A hit on a neutral ves- 
sel subtracts one point from the player's score. 

7 The winner is the player scoring the most points during the 
three minute battle. 


8 To play again, push RESET and SELECT GAME will appear 
on the screen. 


Press 1: Guided missiles—rear launch pattern. 
Press 2: Unguided missiles—rear launch pattern. 
Press 3: Guided missiles—forward launch pattern. 


Gain 
Altitude Ascend 


Action 
Button 











Action 
Button 
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} Submerge 


A=} a Ore) ah (ce) | Sub Control 


Altitude 
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